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RUES 



HUMANS 

It's hard to make generalizations about humans, but your 
human character has these traits. 

SPECIAL Increase: Two SPECIALS of your choice increase by 

Skills: You gain proficiency in one Skill of your choice. 

Head Start: You gain a Perk of your choice. 

Age: Humans reach adulthood in their late teens and live 
less than a century (If they're lucky). 

Alignment: Humans tend toward no particular alignment. 

The best and the worst are found among them. 

Speed: Your base walking speed is 30 feet. 



Ghouls or necrotic post-humans,are decrepit, rotting, 
zombie-like mutants. They are recipients of intense 
and prolonged radiation sickness which decays their skin, 
and in some cases their ligaments. 

SPECIAL Increase: Your ENDURANCE and LUCK are increased by 2, 
but CHARISMA is reduced by 3. 

Gamma Proof: You are immune to radiation damage and are naturally 
proficient in survival. 

Walking Dead: You gain advantage on sneak checks around Feral Ghoul 
and they will generally avoid attacking you unless provoked. 

Age: Ghouls have a wide array of ages anywhere from 10 to 

200 plus years old, but the older the Ghoul the higher 
the chance of going feral 

Alignment: Due to their utterly horrifying appearance most 

Ghouls are shunned by society and tend to end up leading 
more chaotic or evil lives just to make ends meet, though 
they are usually good at heart. 


Speed: Your base walking speed is 30 feet. 


SYNTH 

synthetic intelligence units designed by the Institute to look, 
function and behave like humans. They are sometimes also called 
androids or artificial humans. While incredibly rare in The Big Dark 
a couple of synths were known to wander the Wastes after the destruction 
of the institute 

SPECIAL Increase: Your PERCEPTION is increased by 2 and your 
AGILITY increased by 1. 

Fine Tuned: You can see in dim light within 60 feet of you as if it 
were bright light, and in Darkness as if it were dim light. 

You can't discern color in Darkness, only shades of gray. 

Old Life Habits: You gain proficiency in the Energy Weapons 
and Repair Skills 

Age: Synths do not age and thus appear the age as the human 
they were meant to replace. 

Alignment: If their mind was wiped before their journey most 
Synths don't realize they are different from humans. So 
Synths tend to act like humans in this instance. 


Speed: Your base walking speed is 30 feet. 


SUPER MUTANT 

mutated humans, products of infection by the Forced Evolutionary Virus 

(FEV). They are much taller, bulkier and muscular than pure strain humans, 

have (mostly) green, gray, or yellowish skin. 

SPECIAL Increase: Your STRENGTH and ENDURANCE are increased by 2 but your 
CHARISMA is decreased by 2 and INTELLIGENCE by 1. 

Master Race: You are immune to radiation damage and disease 

Big Guy: You are proficient with Heavy Guns, the Melee weapons skill, 
and gain advantage on speech checks to intimidate. 

Age: You cannot tell a Super Mutants age simply by looks, 

while they are biologically immortal, the Older a Super Mutant 
the more it loses it's mind. Most don't remember their age at all. 

Alignment: In general most Super Mutants are Chaotic with the vast majority 
being Evil in addition. There are a select few who go Neutral or even 
Good, but these tend to be only the most intelligent of the population. 


Speed: Your base walking speed is 30 feet. 


CUSSES 



STRBME HERB 


Level 

Prof. 

Perks 

1 

+2 

Melee smash 

2 

+2 

Action Surge (one use) 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Strong back 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Remarkable Athlete 

10 

+4 

Advanced Class feature 

11 

+4 

Demolition 

12 

+4 

SPECIAL Improvement 

13 

+5 

Brutal critical 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Action Surge (two uses) 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 

20 

+6 

Improved melee smash 


Class Features 

As a strong hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per strong hero level 

Hit Points at 1st Level: 8 + your Endurance modifier 

Hit Points at Higher Levels: 1d8 (or 5) 

+ your Endurance modifier per strong hero level after 1st 

Proficiencies 
Armor: All armor 

Weapons: Simple weapons, personal firearms 
Saving Throws: Strength and one other of your choice 
Skills: Choose two from Athletics, Energy Weapons, Explosives, Guns, 
Melee Weapons, Repair, Survival, and Unarmed. 




STRBME HERB 


Melee Smash 

You add half your proficiency bonus to all melee weapon damage rolls. 


Action Surge 

Starting at 2nd level, you can push yourself beyond your normal limits 
for a moment. On your turn, you can take one additional action on top 
of your regular action and a possible bonus action. Once you use this 
feature, you must finish a short or long rest before you can use it again. 
Starting at 17th level, you can use it twice before a rest, but only once 
on the same turn. 


Advanced Class 

At 3rd level, choose an Advanced Class. The Advanced Class you choose grants 
you features at 3rd level and again at 7th, 10th, 15th, and 18th level. 

SPECIAL Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, 

and 19th level, you can increase one SPECIAL score of your choice by 2, 

or you can increase two SPECIAL scores of your choice by 1. As normal, 

you can't increase a SPECIAL score above 20 using this feature. Alternatively, 

you can select a Perk and 1 score increase. 

Strong Back 

Beginning at 5th level, your carrying capacity (including maximum load 
and maximum lift) is doubled, and you have advantage on Strength checks 
made to push, pull, lift, or break objects. 

Remarkable Athlete 

Starting at 9th level, you can add half your proficiency bonus (round up) 
to any Strength, Endurance, or Agility check you make that doesn't 
already use your proficiency bonus.In addition, when you make a running 
long jump, the distance you can cover increases by a number of feet equal 
to your Strength modifier. 


STRBME HERB 


Demolition 

Beginning at 11th level, your melee attacks deal double damage to objects. 
In addition, you double your proficiency bonus on Strength checks 
made to break something. 


Brutal Critical 

Beginning at 13th level, you can roll one additional weapon damage die when 
determining the extra damage for a critical hit with a melee attack. 


Improved Melee Smash 

At 20th level, you may now add your full proficiency bonus to all melee 
weapon damage rolls. 


PERCEPTIVE HERS 


Level 

Prof. 

Perks 

1 

+2 

Empathy 

2 

+2 

Helpful 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Intuition 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Aware 

10 

+4 

Advanced Class feature 

11 

+4 

Fearless 

12 

+4 

SPECIAL Improvement 

13 

+5 

Expertise 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Cool Under Pressure 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 

20 

+6 

Superior Intuition 


Class Features 

As a Perceptive hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per dedicated hero level 
Hit Points at 1st Level: 8 + your Endurance modifier 
Hit Points at Higher Levels: 1d8 (or 5) + your Endurance modifier 
per Perceptive hero level after 1st 

Proficiencies 

Armor: Light armor, medium armor 
Weapons: Simple weapons, personal firearms 
Saving Throws: Perception and one other of your choice 
Skills: Choose two from Energy Weapons, Explosives, Gambling, Lockpick, 
Medicine, Science, Sneak, and Survival. 






PERCEPTIVE 

Empathy 

You add half your proficiency bonus to any Perception or Charisma ability 
check you make that doesn't already use your proficiency bonus. 

Helpful 

Starting at 2nd level, you can use the Help action as a reaction. 

Advanced Class 

At 3rd level, choose an Advanced Class. The Advanced Class you choose 
grants you features at 3rd level and again at 7th, 10th, 15th, and 18th level. 

SPECIAL Score Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th 
level, you can increase one SPECIAL score of your choice by 2, or you can 
increase two SPECIAL scores of your choice by 1. As normal, you can't increase 
a SPECIAL score above 20 using this feature. Alternatively, you can select a 
Perk and 1 score increase. 

Intuition 

Starting at 5th level, you have a special insight into dangerous situations. 

When you use this ability, ask the Game Master a question from the following list 
What happened here recently? 

What is about to happen? 

What should I be on the lookout for? 

What here is useful or valuable to me? 

Who's really in control here? 

What here is not what it appears to be? 

With the Game Master's permission, you can ask a question that is not on the 
list, as long as it is along similar lines. The Game Master can qualify 
their answer in any way they like, but must provide as honest an answer as 
possible.You must complete a short or long rest before you can use this 
ability again. 



PERCEPTIVE 

Aware 

At 9th level, your perception of the world around you is almost 
supernatural. You have advantage on initiative rolls and cannot 
be surprised. 

Fearless 

At 11th level, you gain immunity to the frightened condition. 

Expertise 

At 13th level, choose two of your skill proficiencies. Your proficiency 
bonus is doubled for any ability check you make that uses either of the 
chosen proficiencies. 

Cool Under Pressure 

Beginning at 17th level, nothing can shake your confidence in a task 
in which you are skilled. Whenever you make an ability check that lets 
you add your proficiency bonus, you can treat a d20 roll of 9 or lower 
as a 10. 

Superior Intuition 

At 20th level, when you use your Intuition, you can ask the Game Master 
up to two questions about the current situation from the list above. 

The Game Master must provide as honest an answer as possible. 



ENDURING HERD 

Level Prof. Perks 


1 

+2 

Second Wind 

2 

+2 

Resilience 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Fortitude 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Survivor, Second Wind 2 

10 

+4 

Advanced Class feature 

11 

+4 

Improved Resilience 

12 

+4 

SPECIAL Improvement 

13 

+5 

Remain Conscious 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Second Wind 3 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 

20 

+6 

Legendary Survivor 


Class Features 

As an Enduring hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per tough hero level 

Hit Points at 1st Level: 8 + your Endurance modifier 

Hit Points at Higher Levels: 1d8 (or 5) 

+ your Endurance modifier per Enduring hero level after 1st 

Proficiencies 

Armor: Light armor, medium armor 
Weapons: Simple weapons, personal firearms 
Saving Throws: Endurance and one other of your choice 
Skills: Choose two from Athletics, Guns, Repair, Religion, Sneak, 
Speech, Survival, and Unarmed. 




ENDURING HERB 

Second Wind 

You have a limited well of stamina that you can draw on to protect yourself 
from harm. On your turn, you can use a bonus action to regain hit points equal 
to IdIO + your Enduring hero level. Once you use this feature, you must finish 
a short or long rest before you can use it again. At 9th and 17th level, you can 
use this ability one additional time before a rest. 

Resilience 

Starting at 2nd level, when you are reduced to 0 hit points but not killed 
outright, you can drop to 1 hit point instead. You can't use this feature 
again until you finish a long rest. 

Advanced Class 

At 3rd level, choose an Advanced Class. The Advanced Class you choose grants 
you features at 3rd level and again at 7th, 10th, 15th, and 18th level. 

SPECIAL Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th 
level, you can increase one SPECIAL score of your choice by 2, or you can 
increase two SPECIAL scores of your choice by 1. As normal, you can't increase 
a SPECIAL score above 20 using this feature. Alternatively, you can select a 
Perk and 1 score increase. 

Fortitude 

Beginning at 5th level, when you finish a short or long rest, you gain 
temporary hit points equal to your level + your Endurance modifier. 

Survivor 

You cling to life, even on the brink of death. Beginning at 9th level, 
when you make a death saving throw that would result in your death if failed, 
you have advantage. 


ENDURING HERB 

Improved Resilience 

Starting at 11th level, you can use your Resilience feature again after finishing 
a short or long rest. 

Remain Conscious 

Beginning at 13th level, when you are reduced to 0 hit points, 

you may continue to act until you fail a death saving throw. While at 0 hit 

points, your speed is halved, and you cannot use bonus actions or reactions. 

Legendary Survivor 

At 20th level, when reduced to 0 hit points, you do not die until you accumulate 
four failed death saving throws. 


CHAR ASHA TIC HERB 


Level 

Prof. 

Perks 

1 

+2 

Charm, Inspiration 

2 

+2 

Favor 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Inspiration 2, Moxie! 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Inspiration 3, Favor 2 

10 

+4 

Advanced Class feature 

11 

+4 

Captivate 

12 

+4 

SPECIAL Improvement 

13 

+5 

Inspiration 4 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Favor 3 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 

20 

+6 

Superior Inspiration 


Class Features 

As a charismatic hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per charismatic hero level 
Hit Points at 1st Level: 8 + your Endurance modifier 
Hit Points at Higher Levels: 1d8 (or 5) + your Endurance modifier 
per charismatic hero level after 1st 

Proficiencies 
Armor: Light armor 

Weapons: Simple weapons, personal firearms 
Saving Throws: Charisma and one other of your choice 
Skills: Choose two from Barter, Gambling, Lockpick, Melee Weapons, 
Sneak, Speech, Survival, Unarmed 




CHAR ASM A TIC HERS 

Charm 

At 1st level, you can use an action to try and charm a creature. 

The creature must have an Intelligence score of at least 6, and be able 
to see and hear you. The creature must make a Wisdom saving throw with a DC 
of 8 + your proficiency bonus + your Charisma modifier. On a failed save, 
the target is charmed. The target can repeat the saving throw at the end of 
each of its turns to attempt to end the effect. If the creature's saving throw 
is successful, it is immune to this ability for 24 hours. 

Inspiration 

You can inspire others through stirring words. To do so, you use a bonus 
action on your turn to choose one creature other than yourself within 60 feet 
of you who can hear you. That creature gains one Inspiration die, a d6. 

Once within the next 10 minutes, the creature can roll the die and add the 
number rolled to one ability check, attack roll, or saving throw it makes. 

The creature can wait until after it rolls the d20 before deciding to use the 
Inspiration die, but must decide before the GM says whether the roll succeeds 
or fails. Once the Inspiration die is rolled, it is lost. A creature can have 
only one Inspiration die at a time.You can use this feature a number of times 
equal to your Charisma modifier (a minimum of once). You regain any expended 
uses when you finish a long rest. Your Inspiration die changes when you reach 
certain levels in this class. The die becomes a d8 at 5th level, a dIO 
at 9th level, and a d12 at 13th level. 

Favor 

Beginning at 2nd level, you gain special consideration when calling in favors. 
When you choose to leverage your reputation to call in a favor, you can treat 
your reputation score as 10 points higher when determining how much the favor 
decreases your reputation. Once you have used this ability, you cannot use it 
again until you have finished a long rest. At 9th and 17th levels you gain an 
additional use of this ability. You regain all expended uses once you have 
finished a long rest. 


CHAR ASMATIC 

Moxie 

Beginning when you reach 5th level, you regain all of your expended uses of 
Inspiration when you finish a short or long rest. 

Captivate 

Starting at 11th level, when you use your Charm ability successfully, 
you can choose the render the creature unaware of its surroundings while you 
continue to hold its attention. This effect ends when it succeeds at a saving 
throw against your Charm ability. You must complete a short or long rest 
before you can use this ability again. 

Superior Inspiration 

At 20th level, when you roll initiative and have no uses of Inspiration left, 
you regain one use. 

SPECIAL Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th level, 
you can increase one SPECIAL score of your choice by 2, or you can increase two 
SPECIAL scores of your choice by 1. As normal, you can't increase an SPECIAL 
score above 20 using this feature. Alternatively, you can select a Perk and 1 
score increase. 



INTELLIGENT HERB 


Level 

Prof. 

Perks 

1 

+2 

Expertise, Plan 

2 

+2 

Trick 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Exploit Weakness 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Improved Trick, Plan 2 

10 

+4 

Advanced Class feature 

11 

+4 

Expertise 

12 

+4 

SPECIAL Improvement 

13 

+5 

Improved Plan 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Plan 3 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 


20 +6 Master Plan 


Class Features 

As an intelligent hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per smart hero level 

Hit Points at 1st Level: 8 + your Endurance modifier 

Hit Points at Higher Levels: 1d8 (or 5) 

+ your Endurance modifier per smart hero level after 1st 

Proficiencies 
Armor: Light armor 

Weapons: Simple weapons, personal firearms 
Tools: One set of tools of your choice 
Saving Throws: Intelligence and one other of your choice 
Skills: Choose three from Barter, Energy Weapons, Lockpick, Medicine, 
Pre-War Knowledge, Repair, Science, Survival. 




INTELLIGENT HERB 

Expertise 

At 1st level, choose two of your skill proficiencies, or one of your skill 
proficiencies and one of your tool proficiencies. Your proficiency bonus is 
doubled for any ability check you make that uses either of the chosen 
proficiencies. At 11th level, you can choose two more of your skill proficiencies 
(or one skill and one tool) to gain this benefit. 

Plan 

At 1st level, you can take an action to formulate a plan. You can choose up to 
six creatures (including yourself) to include in the plan. For each creature, 
choose one of the following; attack rolls, saving throws, or ability checks. 

In the next minute, each creature can activate their benefit once to gain a bonus 
equal to your Intelligence modifier to the chosen rolls for one round. You must 
complete a short or long rest before you can use this ability again. At 9th and 
17th level, you gain an additional uses of this ability before you must rest. 

Trick 

Beginning at 2nd level, you can take an action to attempt to trick one creature. 
The creature must have an Intelligence of 6 or higher, and be able to see and 
hear you (but not necessarily understand you). The creature must make an 
Intelligence saving throw with a DC of 8 + your proficiency bonus + your 
Intelligence modifier. If the saving throw fails, the creature is stunned until 
the end of it's next turn. You must complete a short or long rest before you can 
use this ability again. 

Advanced Class 

At 3rd level, choose an Advanced Class. The Advanced Class you choose grants you 
features at 3rd level and again at 7th, 10th, 15th, and 18th level. 


INTELLIGENT HERB 

SPECIAL Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th level, 
you can increase one SPECIAL score of your choice by 2, or you can increase two 
SPECIAL scores of your choice by 1. As normal, you can't increase an SPECIAL 
score above 20 using this feature. Alternatively, you can select a Perk and 1 
score increase. 

Exploit Weakness 

At 5th level, you can use a bonus action to assess a creature's weaknesses. 

You use your Intelligence bonus instead of your Strength or Agility bonus to 
attack rolls and damage rolls against this creature for 1 minute as you spot 
weaknesses in its physiology or fighting style. You must complete a short or long 
rest before you can use this ability again. 

Improved Trick 

At 9th level, you can target up to three creatures with your Trick. 

Improved Plan 

At 13th level, when you make a Plan, each creature included in the plan gains 
two of the listed benefits. Each benefit is activated separately. 

Master Plan 

At 20th level, when you make a Plan, each creature included in the plan gains all 
three of the listed benefits. Each benefit is activated separately. 


AGILE HERB 


Level 

Prof. 

Perks 

1 

+2 

Fast Movement 

2 

+2 

Cunning Action 

3 

+2 

Advanced Class 

4 

+2 

SPECIAL Improvement 

5 

+3 

Uncanny Dodge 

6 

+3 

SPECIAL Improvement 

7 

+3 

Advanced Class feature 

8 

+3 

SPECIAL Improvement 

9 

+4 

Instinctive Reaction 

10 

+4 

Advanced Class feature 

11 

+4 

Evasion 

12 

+4 

SPECIAL Improvement 

13 

+5 

Opportunist 

14 

+5 

SPECIAL Improvement 

15 

+5 

Advanced Class feature 

16 

+5 

SPECIAL Improvement 

17 

+6 

Elusive 

18 

+6 

Advanced Class feature 

19 

+6 

SPECIAL Improvement 

20 

+6 

Incredible Reflexes 


Class Features 

As an Agile hero, you gain the following class features. 

Hit Points 

Hit Dice: 1d8 per Agile hero level 
Hit Points at 1st Level: 8 + your Endurance modifier 
Hit Points at Higher Levels: 1d8 (or 5) + your Endurance 
modifier per Agile hero level after 1st 

Proficiencies 
Armor: Light armor 

Weapons: Simple weapons, personal firearms 
Saving Throws: Dexterity and one other of your choice 
Skills: Choose three from Athletics, Explosives, Guns, Melee Weapons, 
Science, Sneak, Survival, Unarmed 






AGILE HERB 

Fast Movement 

You base movement speed increases by 10 feet. 

Cunning Action 

Starting at 2nd level, your quick thinking and agility allow you to move 
and act quickly. You can take a bonus action on each of your turns in combat. 
This action can be used only to take the Dash, Disengage, or Hide action. 

Advanced Class 

At 3rd level, choose an Advanced Class. The Advanced Class you choose grants 
you features at 3rd level and again at 7th, 10th, 15th, and 18th level. 

SPECIAL Improvement 

When you reach 4th level, and again at 6th, 8th, 12th, 14th, 16th, and 19th 
level, you can increase one SPECIAL score of your choice by 2, or you can 
increase two SPECIAL scores of your choice by 1. As normal, you can't increase 
a SPECIAL score above 20 using this feature. Alternatively, you can select a 
Perk and 1 score increase. 

Uncanny Dodge 

Starting at 5th level, when an attacker that you can see hits you with an 
attack, you can use your reaction to halve the attack's damage against you. 

Instinctive Reaction 

Beginning at 9th level, your reflexes are honed to a fine point. You have 
advantage on initiative rolls. In addition, if you are surprised at the 
beginning of combat and aren't incapacitated, you can act normally on your 
first turn. 


AGILE HERB 

Evasion 

Beginning at 11th level, when you are subjected to an effect that allows you 
to make a Dexterity saving throw to take only half damage, you instead take no 
damage if you succeed on the saving throw, and only half damage if you fail. 

Opportunist 

Starting at 13th level, when you and an ally are both within 5 feet of an 
opponent, and the ally hits the target with a melee attack, you can make a 
melee attack against that opponent as a reaction. 

Elusive 

Beginning at 17th level, you are so evasive that attackers rarely gain the upper 
hand against you. No attack roll has advantage against you while you aren't 
incapacitated. 

Incredible Reflexes 

When you reach 20th level, you have become adept at laying ambushes and quickly 
escaping danger. You can take two turns during the first round of any combat. 

You take your first turn at your normal initiative and your second turn at your 
initiative minus 10. You can't use this feature when you are surprised. 


MtHCED 

CUSSES 



BBDYGUm 


Level 

Class Features 

3 

Harm's Way, Situational Awareness 

7 

Single Out 

10 

Defensive Strike 

15 

Blanket Protection 

18 

Harm's Way (resistance) 


As a bodyguard, you gain the following advanced class features. 

Harm's Way 

At 3rd level, when a creature makes a ranged or melee attack against an ally 
who is adjacent to you, you can use your reaction to redirect the attack to you. 
If the attack hits you, you take the damage and effects as normal. If the attack 
misses you, it also misses your ally. At 18th level, if the attack hits you, 
you have resistance against that attack's damage. 

Situational Awareness 

Starting at 3rd level, you add your proficiency bonus to your initiative rolls. 
In addition, you can always move and take actions and reactions on the first 
round of combat, even if you're surprised. 


Single Out 

Beginning at 7th level, you can focus your offensive efforts on a single 
creature as a bonus action. You gain advantage on attack rolls against the 
creature for 1 minute or until it drops to 0 hit points or falls unconscious. 
Once you have used this ability, you cannot use it again until you have finished 
a short or long rest. 

Defensive Strike 

At 10th level, when you use Harm's Way and the creature misses you with the 
attack, you can use the same reaction to make a melee or ranged attack 
against that creature. 

Blanket Protection 

Starting at 15th level, you can take command and call out instructions to 
your allies to keep them safe as a bonus action. Choose up to six creatures. 

Each creature has advantage on Agility saving throws, and a +2 bonus to Armor 
Class for 1 minute. You must finish a long rest before you can use this ability 
again. 




DAREDEVIL 


Level 

Class Features 

3 

Parkour 

7 

Adrenaline Rush 

10 

No Fear 

15 

Suck It Up 

18 

Tough as Nails 


As a daredevil, you gain the following advanced class features. 

Parkour 

At 3rd level, you gain the following benefits: 

Your speed increases by 10 feet. 

Standing up from prone costs 5 feet of movement instead of half your movement. 
Difficult terrain costs 1 foot less per 1 foot moved. 

When you make a running jump, the distance you cover increases by a number of 
feet equal to your Dexterity modifier. 

Adrenaline Rush 

Beginning at 7th level, you can use a bonus action to gain advantage on all 
Strength, Dexterity, and Constitution ability checks for 1 minute. You must 
take a short or long rest before you can use this ability again. 

No Fear 

At 10th level, you have advantage on any saving throw that would cause you 
to become frightened. 

Suck It Up 

Starting at 15th level, you can focus yourself to occasionally shrug off injury 
When you take damage, you can use your reaction to roll a d12. Add your 
Constitution modifier to the number rolled, and reduce the damage by that total 
After you use this trait, you can't use it again until you finish a short or 
long rest. 

Tough as Nails 

At 18th level, you have resistance against bludgeoning, slashing, and piercing 
weapon attacks that are not made by magical weapons or firearms. 




FIELD MEDIC 


Level 

Class Features 

3 

Bonus Proficiencies, Expert Healer 

7 

Medical Miracle, Sawbones 

10 

Expert Healer (3d8) 

15 

Expert Healer (5d8) 

18 

Medical Miracle (1 hour) 


As a field medic, you gain the following advanced class features. 

Bonus Proficiencies 

At 3rd level, you are proficient with surgical tools. 

Expert Healer 

Starting at 3rd level, as an action you can expend one use of a first aid kit 
to tend to a creature and restore 1d8 + your Wisdom bonus hit points to it, 
plus additional hit points equal to the creature's level. The creature can't 
regain hit points from this ability again until it finishes a short or 
long rest.. At 10th level and 15th level, the amount of hit points restored 
by this ability increases by an additional 2d8. 

Medical Miracle 

Beginning at 7th level, if you spend 1 minute treating a creature that has died 
no more than 10 minutes ago and expend three uses of a medical kit, you can 
return the creature to life with 1 hit point. At 18th level, the creature must 
have died no more than an hour ago. 

Sawbones 

At 7th level, you learn to use your medical knowledge offensively. You can score 
a critical hit with a melee weapon on a natural roll of 19 or 20. 




FIELD SCIENTIST 


Level 

Class Features 

3 

Bonus Proficiencies, Expert Healer 

7 

Medical Miracle, Sawbones 

10 

Expert Healer (3d8) 

15 

Expert Healer (5d8) 

18 

Medical Miracle (1 hour) 


As a field scientist, you gain the following advanced class features. 

Scientific Improvisation 

At 3rd level, you gain the ability to improvise solutions using common objects 
and scientific know-how. This ability lets you create objects in a dramatic 
situation quickly and cheaply, but that have a limited duration. 

By spending 10 minutes and combining common objects with an Intelligence check 
made with the proper tools, the Field Scientist can build a tool or device to 
deal with any situation. The DC for the Intelligence check is equal to 5 + the 
value of the object that most closely matches the desired function. Only objects 
that can normally be used more than once can be improvised. Electronic devices, 
special tools, weapons, mechanical devices, and more can be built with scientific 
improvisation. The object, when put into use, lasts for 1 minute, or until the 
end of the current encounter, before it breaks down. It can't be repaired. 

Unarmored Defense 

Starting at 3rd level, while you are wearing no armor and not wielding a shield, 
your AC equals 10 + your Dexterity modifier + your Intelligence modifier. 

Breakthrough 

Beginning at 7th level, you are respected in the scientific community for your 
discoveries. When you leverage your reputation to succeed on a Charisma check 
against someone who is familiar with your field of study, you treat your 
reputation score as 5 points higher when determining how much your 
reputation decreases. 




FIELD SCIENTIST 

Expertise 

At 10th level, choose two of your skill proficiencies, or one of your skill 
proficiencies and one of your tool proficiencies. Your proficiency bonus is 
doubled for any ability check you make that uses either of the chosen 
proficiencies. 

Fight Smarter 

Starting at 15th level, you can use a bonus action to assess a situation. 
When you do so, you can use your Intelligence modifier in place of your 
Strength or Dexterity modifier when making attack and damage rolls for 
1 minute. You must finish a short or long rest before you can use this 
ability again. 

Survive Smarter 

At 18th level, you add your Intelligence modifier to all saving throws. 


GUNSLINGER 


Level 

Class Features 

3 

Quick Draw, Defensive Position 

7 

Quick Shot 

10 

Sharp Shooting 

15 

Builseye 

18 

Quick Shot (2 attacks) 


As a gunslinger, you gain the following advanced class features. 

Quick Draw 

At 3rd level, you have advantage on ranged attack rolls against any creature 
that hasn't taken a turn in the combat yet. In addition, any ranged hit you 
score against a creature that is surprised is a critical hit. 

Defensive Position 

Starting at 3rd level, you treat half cover as three-quarters cover for yourself. 
Quick Shot 

At 7th level, you can attack twice, instead of once, whenever you take the Attack 
action on your turn to make a ranged weapon attack with a personal firearm. 

The number of attacks increases to three when you reach 18th level in this class. 
The extra attacks granted by this feature must also be made with personal 
firearms. 

Sharp Shooting 

Beginning at 10th level, you have advantage on ranged weapon attack rolls made 
against any creature with cover. 

Builseye 

You have a reputation for never missing your target. Starting at 15th level, 
when you miss with a ranged weapon attack roll, you can leverage your reputation 
to succeed on the attack instead. Compare your reputation against a value equal 
to the armor class of the creature you were trying to hit, and lower your 
reputation accordingly. 




IHFIL TRA T8R 


Le vel Class Features _ 

3 Harm's Way, Situational Awareness 

7 Single Out 

10 Defensive Strike 

15 Blanket Protection 

18 Harm's Way (resistance) 


As an infiltrator, you gain the following advanced class features. 


Fast Hands 

Starting at 3rd level, you can use the bonus action to make a Agility 
check, disarm a trap or open a lock, or take the Use an Object action. 


Second-Story Work 

At 3rd level, you gain the ability to climb faster than normal; climbing no 
longer costs you extra movement. In addition, when you make a running jump, 
the distance you cover increases by a number of feet equal to your 
Agility modifier. 

Supreme Sneak 

Beginning at 7th level, you have advantage on a Sneak check if 
you move no more than half your speed on the same turn. In addition, any hit 
you score against a creature that is surprised is a critical hit. When you score 
a critical hit in this way, you can roll one of the weapon's damage dice two 
additional times and add it to the extra damage of the critical hit. 

Sweep 

At 7th level, you can make a Perception check as an action to identify 
any traps or hidden creatures within 30 feet. 




INFIL TRA TBR 


Infiltration Expertise 

Starting at 10th level, you can unfailingly create false identities for yourself. 
You must spend seven days and spend wealth with a value of 10 to establish the 
history, profession, and affiliations for an identity. You can't establish an 
identity that belongs to someone else. Thereafter, if you adopt the new identity 
as a disguise, other creatures believe you to be that person until given an 
obvious reason not to. You can also leverage your reputation on Charisma checks 
made to convince targets that you are who you say you are. 

Improved Sweep 

At 15th level, you can perform a sweep as a bonus action. 


Without a Trace 

At 18th level, anyone attempting to identify your handiwork (such as an Agility 
check, or opening a lock) with a perception or Intelligence check has 
disadvantage on those checks. 


INVEST IE A TBR 


Level 

Class Features 

3 

Profile, Contacts 

7 

Apprehend, Home City 

10 

Discern Lie 

15 

Lethal Force 

18 

Sixth Sense 


As an investigator, you gain the following advanced class features. 

Profile 

At 3rd level, by talking to witnesses of a crime and investigating the 
scene or other evidence, you combine eyewitness accounts with forensic 
to develop a profile of the suspect's method of operation. You compile 
mental picture of the suspect. This mental picture provides a physical 
description, including distinguishing markings and visible mannerisms. 

The profile is accurate, at least concerning a particular suspect as seen by 
witnesses. You have advantage on Survival checks to track a suspect 
that you have profiled, as well as on Speech checks made 
to find more information about the suspect. 

Contacts 

Beginning at 3rd level, you cultivate associates and informants. The GM should 
develop supporting characters to represent the contacts. You can suggest the 
type of contacts you want to gain, but the contact will not accompany you on 
missions or risk his or her life. A contact can, however, provide information 
or render a service. When requesting a favor from one of your contacts, you can 
treat your reputation score as if it were 5 points higher when determining how 
much your reputation decreases. You can't call on the same contact more than once 
in a week, and when you do call on a contact, compensation may be required for 
the assistance the contact renders. In general, a professional associate won't be 
compensated monetarily, but instead will consider that you owe him or her a favor. 
Contacts with underworld or street connections usually demand monetary 
compensation for the services they render, and experts in the use of skills 
normally want to be paid for the services they provide. Generally, the purchase 
value is 10 + twice the contact's proficiency bonus. 

Apprehend 

At 7th level, when you successfully grapple a creature, you can make a second 
Strength check to attempt to apply handcuffs to the creature as a 
bonus action. 


crime 
evidence 
a rough 




INVEST IE A TBR 


Home City 

At 7th level, you know your city like the back of your hand, and your are adept 
at traveling and surviving within its borders. When you make an Intelligence or 
Wisdom check related to your city, your proficiency bonus is doubled if you are 
using a skill that you're proficient it. While traveling in your city, you gain 
the following benefits: 

Difficult terrain doesn't slow your group's travel. 

Your group can't become lost except by supernatural means. 

Even when you are engaged in another activity while traveling (such as tracking), 
you remain alert to danger. 

If you are traveling alone, you can move stealthily at a normal pace. 

When tracking someone, you also learn the exact number of the group they're 
traveling in and how long ago they passed through the area. 


When you travel to another city, you can attune yourself to it by taking 
a week to learn its ins and outs, gaining these benefits. When you return to 
your home city, it takes two days to attune to it and reclaim it as your 
home city. 


Discern Lie 

At 10th level, you gain advantage on Perception checks made to oppose 
Speech checks. In addition, you can leverage your reputation to 
succeed at such checks. 


Lethal Force 

Starting at 15th level, when all other options have been exhausted, you know 
how to take down a suspect. Once on each of your turns, you can add your 
Perception modifier to the attack roll or damage roll of an attack you make 
against a creature you have profiled. You can choose to use this feature before 
or after the roll, but before any effects of the roll are applied. 

Sixth Sense 

At 18th level, you can leverage your reputation to succeed at Intelligence checks 
to investigate or Perception checks. When you do so, you may treat your 
reputation score as 10 points higher when determining how much your reputation 
decreases. 


MEG0TIAT0R 


Le vel Class Features _ 

3 Conceal Motive, Talk Down 

7 React First 

10 Talk Down (multiple creatures) 

15 Sow Distrust 

18 Talk Down (all creatures) 


As a negotiator, you gain the following advanced class features. 


Conceal Motive 

At 3rd level, you have advantage on any ability check opposed by a Perception 
ability check. 


Talk Down 

Starting at 3rd level, you have a knack for talking your way out of trouble. 
Either prior to the start of hostilities or during combat, you can talk down a 
single creature within 15 feet of your position or otherwise able to hear your 
voice. The creature must be able to understand you. That creature immediately 
stops fighting and reverts to an indifferent attitude regarding you and the 
situation in general. Any hostile action by you or one of your allies directed 
at the creature allows the creature to act as it sees fit. To initiate this 
ability, you must use your action talking to the creature. The creature makes 
a Wisdom saving throw. The DC is equal to 8 + your proficiency bonus + your 
Charisma bonus. If the save fails, the creature stops fighting. If the save 
succeeds, the creature continues as normal and cannot be talked down by you 
for 24 hours. At 10th level, you can talk down a number of creatures equal to 
your Charisma bonus within 15 feet of your position or within 15 feet of a 
television, radio, or telephone broadcasting your message. 

At 18th level, the range extends to 30 feet and covers all creatures who can 
hear and understand your voice. 




MEG0TIAT0R 


React First 

Beginning at 7th level, if you are not surprised when initiative is rolled, 
you can immediately use your reaction for the first round to move your speed 
or take an attack action. 


Sow Distrust 

Starting at 15th level, you can turn one creature against another. You must 
spend an action talking and know the name of the creature you're attempting to 
persuade, as well as the name of the creature you are trying to turn it against. 
The creature must be able to hear and understand you. The creature must make a 
Wisdom saving throw with a DC of 8 + your proficiency bonus + your Charisma 
modifier. On a failed save, the creature you are speaking to becomes hostile to 
the other creature. If the creature succeeds at the saving throw, it cannot be 
affected by this ability again for 24 hours. 


PERSmUTY 


Le vel Class Features _ 

3 Unlimited Access 

7 Winning Smile 

10 Royalties 

15 Compelling Performance 

18 Royalties 


As a personality, you gain the following advanced class features. 


Unlimited Access 

At 3rd level, you gain advantage on Charisma ability checks to smooth-talk or 
trick your way into a private party or invitation-only event. In addition, when 
you buy a ticket to a show or for transportation, you can leverage your 
reputation to get that ticket upgraded. 


Upgrade Val. 

Seat at sporting event to field pass 10 

Hotel room to suite 15 

Concert or theatre ticket to backstage pass 20 

Economy transportation to first class 25 


Winning Smile 

Beginning at 7th level, when you leverage your reputation to succeed at a 
Charisma check, you may treat your reputation score as 10 points higher when 
determining how much your reputation decreases. 

Royalties 

At 10th level and again at 18th level, your activities in the public eye 
generate extra income. This income provides a wealth increase of +4. 




PERSONALITY 


Compelling Performance 

Starting at 15th level, you captivate an audience like no other. When you speak 
for 1 minute to at least six creatures who can see and hear you and are not 
currently hostile, up to six of the target creatures must make Wisdom saving 
throws with a DC of 8 + your proficiency bonus + your Charisma bonus. You can 
implant a suggestion of your choice in the mind of each creature that fails this 
saving throw that lasts for up to 8 hours Creatures that can't be charmed are 
immune to this effect. The suggestion must be worded in such a manner as to make 
the course of action sound reasonable. Asking the creature to stab itself, throw 
itself out of a parking garage, immolate itself, or do some other obviously 
harmful act ends the effect. Each creature pursues the course of action you 
described to the best of its ability. The suggested course of action can continue 
for the entire duration. If the suggested activity can be completed in a shorter 
time, the effect ends when the subject finishes what it was asked to do. You can 
also specify conditions that will trigger a special activity during the duration. 
For example, you might suggest that a lawyer give her car to the first homeless 
person she meets. If the condition isn't met before the effect expires, the 
activity isn't performed. If you or any of your companions damage the target, 
the effect ends. 


S0LDIER 


Level 

Class Features 

3 

Bonus Proficiencies, Improved Critical 

7 

Indomitable 

10 

Firearms Specialist 

15 

Superior Critical 

18 

Tenacity 


As a soldier, you gain the following advanced class features. 


Bonus Proficiencies 

At 3rd level, you gain proficiency with medium armor, heavy firearms, 
and all military vehicles Including Power Armor. 


Improved Critical 

Starting at 3rd level, your weapon attacks score a critical hit on a roll of 
19 or 20. 


Indomitable 

Beginning at 7th level, you can reroll a saving throw that you fail. If you do 
so, you must use the new roll, and you can't use this feature again until you 
finish a long rest. 

Firearms Specialist 

At 10th level, when you roll a 1 or 2 on a damage die for an attack you make 
with a firearm, you can reroll the die and must use the new roll, even if the 
new roll is a 1 or a 2. 

Superior Critical 

Starting at 15th level, your weapon attacks score a critical hit on a roll of 
18 to 20. 


Tenacity 

At 18th level, you attain the pinnacle of resilience in battle. At the start of 
each of your turns, you regain hit points equal to 5 + your Constitution modifier 
if you have no more than half of your hit points left. You don't gain this 
benefit if you have 0 hit points. 




THRASHER 


Level 

Class Features 

3 

Unlimited Access 

7 

Winning Smile 

10 

Royalties 

15 

Compelling Performance 

18 

Royalties 


As a thrasher, you gain the following advanced class features. 

Bonus Proficiencies 

At 3rd level, you gain proficiency with improvised weapons and unarmed weapons. 
Thrash 

In battle, you fight with primal ferocity. On your turn, you can enter a heavy 
metal-fueled fury as a bonus action. While thrashing, you gain the following 
benefits if you aren't wearing heavy armor: You have advantage on Strength checks 
and Strength saving throws. When you make a melee weapon attack using Strength, 
you gain +2 bonus to the damage roll. This bonus increases to +3 at 10th level, 
and to +4 at 15th level. You have resistance to bludgeoning, piercing, and 
slashing damage. If you are able to cast spells, you can't cast them or 
concentrate on them while thrashing. Your thrashing lasts for 1 minute. It ends 
early if you are knocked unconscious or if your turn ends and you haven't 
attacked a hostile creature since your last turn or taken damage since then. 

You can also end your thrashing on your turn as a bonus action. Once you have 
thrashed the number of times shown for your level in the table below, you must 
finish a long rest before you can thrash again. 


Level 

Thrashes 

3rd-5th 

3 

6th-11th 

4 

12th-16th 

5 

17th-19th 

6 

20th 

Unlimited 




THRASHER 

Unarmored Defense 

Beginning at 3rd level, while you are not wearing any armor, your Armor Class 
equals 10 + your Dexterity modifier + your Constitution modifier. You can use a 
shield and still gain this benefit. 

Reckless Attack 

Starting at 3rd level, you can throw aside all concern for defense to attack with 
fierce desperation. When you make your first attack on your turn, you can decide 
to attack recklessly. Doing so gives you advantage on melee attack rolls 
using Strength during this turn, but attack rolls against you have advantage until 
your next turn. 

Mindless Thrash 

Beginning at 7th level, you can't be charmed or frightened while thrashing. If 
you are charmed or frightened when you start thrashing, the effect is suspended 
for the duration of the rage. 

Intimidating Presence 

Beginning at 10th level, you can use your action to frighten someone with your 
menacing presence. When you do so, choose one creature that you can see within 30 
feet of you. If the creature can see or hear you, it must succeed on a Perception 
saving throw (DC equal to 8 + your proficiency bonus + your Charisma modifier) or 
be frightened of you until the end of your next turn. On subsequent turns, you can 
use your action to extend the duration of this effect on the frightened creature 
until the end of your next turn. This effect ends if the creature ends its turn 
out of line of sight or more than 60 feet away from you. If the creature succeeds 
on its saving throw, you cant use this feature on that creature again for 
24 hours. 

Retaliation 

Starting at 15th level, when you take damage from a creature that is within 5 feet 
of you. you can use your reaction to make a melee weapon against that creature. 

Persistent Thrash 

Beginning at 18th level, your thrashing is so fierce that it ends early only if 
you fall unconscious or if you choose to end it. 


TECHIE 


Level 

Class Features 

3 

Tool Master, Extreme Machine 

7 

Jury-Rig 

10 

Build Automatron 

15 

Extreme Machine (advantage) 

18 

Mastercraft 


As a techie, you gain the following advanced class features. 

Tool Master 

You have a knack for knowing how tools work. At 3rd level, you are proficient 
with all tools.. 

Extreme Machine 

Starting at 3rd level, you can modify a weapon or a piece of armor on the fly. 
You spend 10 minutes to make the necessary modifications to the device. For the 
next hour, the weapon or armor gains one modification (see Equipment). At the 
end of the hour, or when a natural 1 is rolled while using the device, the 
modification ceases to function. At 15th level, you can add up to two 
modifications to the armor or weapon. Once you have used this ability, you 
cannot use it again until you have finished a short or long rest. 

Jury-Rig 

Beginning at 7th level, you have advantage on ability checks to make temporary 
or jury-rigged repairs. 




TECHIE 

Build Automatron 

At 10th level, you can build an Automatron to aid in your tasks. The Automatron 
takes 8 hours to build. The Automatron is tiny and has an AC of 13 and 30 hit 
points. It is equipped with wheels that give it a base speed of 20 feet, 
and rotors that grant it a flight speed of 30 feet and the ability to hover. 

The Automatron has a crude manipulator arm that allows it to interact with 
objects in the environment, but it is incapable of fine manipulation, such as 
picking a lock or typing a message. It can carry up to 50 pounds while on land 
and 20 pounds while flying. It is equipped with audio and visual sensors that 
allow you to see in an adjustable 90 degree arc and hear audible sounds within 
30 feet of the Automatron. You can make Intelligence and Perception checks 
through these sensors. The Automatron is remotely controlled by you. As an 
action or bonus action, you can command the robot to move up to its speed. 
Performing any task other than Intelligence or Perception checks require an 
action. You can only have one Automatron active at a time. 

Legendary Craftsmanship 

At 18th level, when you create a mechanical or electronic device from scratch, 
you do so in only one quarter of the time normally required. 


mm wmm 


Level 

Class Features 

3 

Bonus Proficiencies, Totem Trance, 
Spirit Seeker, Totem Spirit 

7 

Aspect of the Beast 

10 

Spirit Walker 

15 

Totemic Attunement 

18 

Beastly Might 


As a totem warrior, you gain the following advanced class features. 

Bonus Proficiencies 

At 3rd level, you gain proficiency with martial weapons. 

Totem Trance 

In battle, you channel the spirit of the beast within you. On your turn, you can 
enter a primal trance as a bonus action. While trancing, you gain the following 
benefits if you aren't wearing heavy armor: You have advantage on Wisdom checks 
and Constitution saving throws. At the beginning of each of your turns, you gain 
temporary hit points equal to your Constitution modifier. You have resistance to 
bludgeoning, piercing, and slashing damage. If you are able to cast spells, you 
can't cast them or concentrate on them while trancing. Your trance lasts for 1 
minute. It ends early if you are knocked unconscious or if your turn ends and 
you haven't attacked a hostile creature since your last turn or taken damage 
since then. You can also end your trance on your turn as a bonus action. 

Once you have tranced the number of times shown for your level in the table 
below, you must finish a long rest before you can enter the trance again. 


Level 

Trances 

3rd-5th 

3 

6th-11th 

4 

12th-16th 

5 

17th-19th 

6 

20th 

Uni imitec 




T0TEM WARRI0R 


Spirit Seeker 

Yours is a path that seeks attunement with the natural world, giving you a kinship 
with beasts. At 3rd level when you adopt this path, you gain access to the first 
and second level of the Animal Friend perk. 


Totem Spirit 

At 3rd level, when you adopt this advanced class, you choose a totem spirit and 
gain its feature. You must make or acquire a physical totem object-an amulet or 
similar adornment-that incorporates fur or feathers, claws, teeth, or bones of the 
totem animal. At your option, you also gain minor physical attributes that are 
reminiscent of your totem spirit. For example, if you have a Deathclaw spirit you 
may have thick skin, or bugged out eyes for a cazador. The spirit of the While in 
your totem trance, you have resistance to all damage except psychic damage. 
Deathclaw makes you tough enough to stand up to any punishment. The Cazador makes 
it While in your totem trance and not wearing heavy armor, other creatures have 
disadvantage on opportunity attack rolls against you, and you can use the Dash 
action as a bonus action on your turn. The spirit of the Cazador makes you into a 
predator who can weave through the fray with ease. With the Wolf totem, While in 
your totem trance, your friends have advantage on melee attack rolls against any 
creature within 5 feet of you that is hostile to you. The spirit of the wolf makes 
you a leader of hunters. 


Aspect of the Beast 

At 7th level, you gain a mutagenic benefit based on the totem animal of your 
choice. You can choose the same animal you selected at 3rd level or a different 
one. 


Deathclaw- You gain the might of a Deathclaw. Your carrying capacity (including 
maximum load and maximum lift) is doubled, and you have advantage on Strength 
checks made to push, pull, lift, or break objects. 

Cazador You gain the eyesight of an Cazador. You can see up to 1 mile away with no 
difficulty, able to discern even fine details as though looking at something no 
more than 100 feet away from you. Additionally, dim light doesn't impose 
disadvantage on your Wisdom (Perception) checks. 

Wolf. You gain the hunting sensibilities of a wolf. You can track other creatures 
while traveling at a fast pace, and you can move stealthily while traveling at a 
normal pace (see chapter 8 of the Player's Handbook for rules on travel pace). 


T0TEM WARRI0R 


Spirit Walker 

At 10th level, you can cast the commune with nature spell, but only as a ritual. 
When you do so, a spiritual version of one of the animals you chose for Totem 
Spirit or Aspect of the Beast appears to you to convey the information you seek. 


Totemic Attunement 

At 15th level, you gain a mutagenic benefit based on a totem animal of your choice. 
You can choose the same animal you selected previously or a different one. 


Deathclaw. While in your trance, any creature within 5 feet of you that's hostile 
to you has disadvantage on attack rolls against targets other than you or another 
character with this feature. An enemy is immune to this effect if it can't see or 
hear you or if it can't be frightened. 

Cazador. While in your trance, you have a flying speed equal to your current 
walking speed. This benefit works only in short bursts; you fall if you end your 

turn in the air and nothing else is holding you aloft. 

Wolf. While in your trance, you can use a bonus action on your turn to knock a 

Large or smaller creature prone when you hit it with melee weapon attack. 

Beastly Might 

Beginning at 18th level, if your total for a Strength check is less than your 
Strength score, you can use that score in place of the total. 


